DKCTpeMabHasl ICHXOJIOTHS U 0€30IMaCHOCTh JIMYHOCTH Extreme Psychology and Personal Safety

2024. Tom 1. Ne 2. C. 34-49. 2024.Vol. 1, no. 2, pp. 34-49.
DOI: https://doi.org/10.17759/epps.2024010203 DOI: https://doi.org/10.17759/epps.2024010203
ISSN: (online) ISSN: (online)

ICUXOJOTMYECKAS BE3OIMMACHOCTD IIU®POBBIX TEXHOJIOTHUM | PSYCHOLOGICAL SAFETY
OF DIGITAL TECHNOLOGIES

KOMHI)IOTepHO-I/IFpOBaH 3ABUCHUMOCTD V CTYACHTOB

Cmenvmax C.A.

Bocrouno-Kazaxcranckuii  yHuBepcuter umenu Capcena AmamxkosioBa (BKY wum. C.
AmamnxonoBa), T. Ycrb-Kamenoropek, Kazaxcran

ORCID: https://orcid.org/0000-0002-3383-4189, e-mail: stelmah_svetlana@mail.ru

Kepumoesa 4. A.

Bocrouno-Kazaxcranckuii  ynuBepcuter wumenu Capcena AwmamxosioBa (BKY wum. C.
AmanxonoBa), T. Ycrb-Kamenoropek, Kazaxcran

e-mail: svbvvbb@mail.ru

CraTbsi TIOCBSIIIIEHA TaKOW aKTyaJdbHOW IS COBPEMEHHOTO WH(OPMAIMOHHOTO
obmiecTBa mpoOieMe Kak KOMIIBIOTEpHAash MrpoBas 3aBUCUMOCTb. OmnpeeneHus
MacmTaboB MTpoOJIeMbl HIPOBOMl  3aBUCHMOCTH CpPEAM  CTYJIEHTOB, BKJIIOYAs
BBISIBJICHHE YAaCTOThl W IPOJODKUTEIBHOCTH HWIPOBOM AKTHBHOCTH, a TaKXke
MPOSIBJIEHUE ArPECCUBHOCTU M COCTOSIHMS IMOJABICHHOCTH NPH HAJIUYUHM WUIPOBOM
3aBUCUMOCTH. B KadecTBe METOJOB SMIIMPUYECKOTO  HUCCIEAOBAHUS  OBLI
HCIOJIb30BaH aBTOPCKUM ONPOCHUK «KOMIBbIOTEpHO-UTPOBAsi 3aBUCUMOCTBY (IIIKAJIbI
3aBUCHUMOCTH, arPECCUBHOCTH U JEMPECCUBHOCTH). METO CTAaTUCTUKU: OF KpUTEpHii
Oumepa. B uccnenoBaHuu NpUHAIU y4yacThe CTyAeHThl 1-4 kypcoB Boctouno-
Kazaxcranckoro ynusepcurera uMmeHu CapceHa AMaH»KoJioBa B Bo3pacte oT 17 1o
35 ner, Becero 198 uenoBek, u3z xotopeix 77% - xeHckoro mnona. IlpuBopsarcs
CBUJICTENICTBA  CBA3M  MEXKIY KOMIBIOTEPHOW  WIPOBOM  3aBHUCHUMOCTBIO U
arpecCUBHOCTBIO, yKasblBasg Ha 0oJiee BBIPKEHHYIO arpeCCUBHOCTh CpPEIU JIIONEH C
BBICOKMM YPOBHEM 3aBUCHUMOCTH OT urp. IlomydeHHble pe3ynpTaTbl — JaroT
BO3MOHOCTh TOBOPUTH O TOM, YTO MYXCKas BbIOOpKa OoJiee MOABEp)KEHa UIPOBOMN
3aBHCUMOCTH, a CBSI3aHHBIE C HEIO IPOSIBICHUS arpECCUBHOCTU MOTYT MEPEXOJUTh U B
pEaTbHYO )KHU3Hb.
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The article addresses the pressing issue of computer gaming addiction in the modern
information society. It examines the extent of gambling addiction among students,
including identifying the frequency and duration of gaming activity, as well as the
manifestation of aggressiveness and depression associated with gambling addiction. The
author's “Computer Gaming Addiction” questionnaire, which includes scales of
addiction, aggressiveness, and depression, was used as empirical research method.
Statistics method: ¢* Fisher criterion. The study involved 1st-4th year students of the
East Kazakhstan University named after Sarsen Amanzholov, aged 17 to 35 years. A
total of 198 people participated, of which 77% were female. The study provides
evidence of a connection between computer gaming addiction and aggression, indicating
more pronounced aggressiveness among individuals with high levels of gaming
addiction. The results suggest that the male sample is more susceptible to gambling
addiction, and the associated aggressiveness can manifest in real life.
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stress
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BBenenue

B COBPEMCHHOM MHUPEC, I'IC BBICOKHC TCXHOJIOTUU H I_[I/I(l)pOBBIG pa3BJICUCHUS CTaJlk
HEOTHEMIIEMOH YacTbIO HOBCCI[HGBHOI\/'I KHU3HU, npo6neMa I/IFpOBOﬁ 3aBUCUMOCTH CpE€an CTYACHTOB
CTAHOBUTCS BCEC 60J'Iee 3HAYUMOU U aKTyaHLHOﬁ. CTYI[CHTLI, KOTOPBIC AKTUBHO MHCIIOJB3YIOT
KOMIIBIOTCPBI  UIA yqe651 H J1ocyra, OCO6CHHO NOABCPIKCHBI PUCKY pPA3BUTUA 3aBUCHUMOCTH.
CTy,Z[eHLIeCKI/Ie rojasl ABJAIOTCA IEPHUOAOM 3HAYUTCIIbHBIX U3MEHEHUN H BBI3OBOB, U B 3TOM
KOHTCKCTC MHOTHE MOJIOABIC JIFOOU 06pama10Tc;{ K BUACOUTpAM KaK K CPCACTBY pEIaKCallun, yXoda
OT CTpeCCa U BUPTyaJIbHOMY MUPY, I'IC OHU MOT'YT OCYHICCTBUTH CBOU Q)aHTaSI/II/I " YAOBJICTBOPHUTD
HOTpCGHOCTI/I B IPUKIIIOUCHUAX U CONUAJIBHBIX B3aHMOHCﬁCTBHHX.

B cootBerctBuM ¢ DSM-5 paccrpoiicTBa, CBSI3aHHBIE C HHTEPHET-UTPAMHU, SBISIOTCS
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peaJIbHbIM KJIMHMYECKUM JMArHO30M, M YCTAHABJIMBAIOTCS IyTEM MOATBEPXKACHUS NATH (WM
OoJsiee) W3 NEBSTH, MPEUIOKCHHBIX KPUTEPUEB. 1) YBIICYEHHOCTh OHJIaWH/O(IaiiH urpamu; 2)
BO3HUKHOBEHHE HENPUATHBIX CUMIITOMOB IIPU MPEKpPaLICHUH UTp; 3) HEOOXOIUMOCTh MPOBOJIUTH
Bce 0oJIbIlle BpeMEHH 3a urpamu; 4) Oe3ycrenrHpie MONBITKH KOHTPOJIUPOBATh YIaCTHE B UTPAX; )
oTepss MHTEpeca K MPEeAbIAYIIMM YBJICUYEHUSM M DAa3BJICUEHUSIM B pe3yiabTaTe UIp MU 3a
UCKJIIOYEHHEM HUrp; 6) MpooIDKaIoUieecss Ype3MEPHOE MCIOJb30BaHUE UIP, HECMOTpSI HA 3HAHHE
MICUXOCOIMANIBHBIX MTpo0sieM; 7) 0OMaH 4JI€HOB CEMbU, TEPAEBTOB UM JPYTUX JIUIl OTHOCUTEIHHO
KOJIMYECTBA UIp; §) HCIOJIb30BAHMWE UTP JUId OErcTBa WM CHSTHUSI HETaTMBHOI'O HAcTpoeHus; 9)
[IOCTAHOBKA IO0J yrpo3y WIM TMOTEeps 3HAUYMMBIX OTHOIIEHHUH, pabOThl, 00pa3oBaHUA WIH
BO3MOXKHOCTH KapbepHOro pocta wu3-3a ydactus B wurpax [10]. Jlawueii ¢akr eme pa3
MOATBEPK1aeT 3HAYMMOCTh JIaHHOM Mpo0IeMbl 1 HEOOXOIMMOCTh €€ UCCIIEIOBAHMSL.

[lo pesynbraram wuccinenoBanus M.A. AxonoBoil Ha TeMy «BnusiHus urpoBoit
KOMITBIOTEPHOW 3aBUCHMOCTH Ha JIMYHOCTHBIE OCOOEHHOCTH CTYJIEHTOB)» YIAJIOCh BBISBUTH
JUYHOCTHBIE U 3MOIIMOHAJIbHBIE OCOOEHHOCTH CTYIEHTOB, MpOSBISIONINECS B 0oJjiee BBICOKOM
YpOBHE TpPEBOXKHOCTH U  arpecCUBHOCTH, OoJjieeé HHM3KHUX 3HAUEHHUSAX, COCTABJISIOMIMX
MICUX0AMOIIMOHAIIBHOE COCTOSIHME, 0oJjiee BBIPRKEHHBIX [0 SMOIMOHAIBHOW paciBeTKE THIaX
JMYHOCTHBIX aKLEHTYyallul, 4eM y CTYJAECHTOB, HE UMEIOILNUX UTPOBON KOMIIBIOTEPHON 3aBUCUMOCTH
[1]. PesympraThl 3TOrO HCCIIEIOBAaHHS YKA3blBAIOT HA IOTCHIMAJIbHBIC HETaTUBHbBIC BIIMSHUS
UIPOBOM KOMITBIOTEPHOM 3aBUCUMOCTM Ha JIMYHOCTHBIE M SMOLMOHAJIBHBIE XapaKTEPUCTUKU
CTY/IEHTOB.

A.B. I'puiinHa B CBOEM HCCIEIOBAaHUU BBIABISIET NCUXOJIOTHYECKUE (DAKTOpPBI, KOTOpBIE
MOTYT CIOCOOCTBOBaTh (POPMHUPOBAHUIO 3aBUCUMOCTH OT KOMIIBIOTEPHBIX UIp. DTO TaKHE Kak:
WHMBUIYaTbHO-INYHOCTHBIE (DaKTOPBI, (HAKTOPBI COLMAIBLHOTO OKpYXKEeHUs [4].

HccnenoBanne KOMIBIOTEPHOM 3aBUCUMOCTH Yy CTYIEHTOB, IPOBEIECHHOE KUTalCKUMHU
YUEHBIMH, BBIBHIIO s MOKa3aTeseil, 00yCIIOBIEHHBIX PacCTPOHCTBOM, CBSI3aHHBIM C MHTEPHET-
urpamu (IGD) — Oouibliee KOJIMYECTBO MIPOBOIO BPEMEHH, YXYALICHHE YCIIEBA€MOCTH, OTKa3a OT
APYTUX BHIOB JIESITEILHOCTH, TIOTEPS KOHTPOJIS, «JIIOMKI» 1 jip. [11].

HccnenoBanue cTyneHTOB TIOMEHCKOrO TIOCYJapCTBEHHOTO YHUBEPCUTETa I10Ka3allo,
HauOoJiee BbIPAKEHHbIE HETaTUBHBIC XapaKTEPUCTUKH, CBSA3aHHBIE C HMU3KOW HAJEKHOCTBIO
nepepaboTku MHGOpPMALMU, HU3KONH BBIHOCIMBOCTBIO M CIIOCOOHOCTBIO K AU(depeHLrnpoBKe B
IMHC, a Takke NOHW)XEHHBIM CEJIEKTUBHBIM BOCHPUATHEM HH(DOPMALMK Yy PECIIOHIEHTOB C
3a(MKCUPOBAHHBIMU [TPU3HAKAMH UHTEPHET-3aBUCUMOCTH [7].

H.B. KoueTkoB, B CBOEM aHAJIUTHYECKOM 0030pe HCCIEOBaHUN B 00JaCTH ICHXOJIOTMU
UHTEPHET-3aBUCUMOCTH Y 3aBUCUMOCTHM OT KOMIIBIOTEPHBIX HWIpP BBISBUJ, YTO HMHTEPHET-
II0JIb30BATENN, WHTEPHET-aJAJUKThl U TE€UMEpbl OTIMYAIOTCS HETaTUBHBIMM IICUXOJOIMYECKHMHU
XapaKTEPUCTUKaMH, 4YTO TMPOSBISIETCS B YIPOLICHWM pPEYH, H3OJSILUOHU3ME, CIOKHOCTH B
OOIIeHNH, CKJIOHHOCTH K HEraTMBU3MY, HEaJeKBAaTHOM CaMOOLIEHKE, CTpaTerusX COBJaJaHMs,
LICHHOCTHBIX OPUCHTAIINSX, [UIAHUPOBAHHH, HEMOTHBHPOBAHHOCTH JieiicTBuiA [6].

HccnenoBanust TOCHETHUX JIET IMOKa3blBalOT TPEBOXKHBIE TEHJAGHLUMH B 00JacTu
KOMIIBIOTEPHOW ~ 3aBHCHUMOCTH  CpeAM  CTyIAeHTOB. KOMIIBIOTEpHO-UrpoBas  3aBHCHUMOCTb
MPEJCTABISET CEPbE3HYI0 YIpo3y s 370pOBbs M Onaromoiyuus cTyleHToB. Ee mocieactBus
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3aTParuBarOT PA3IMYHBIC ACHEKTHI WX JKU3HU, OT (PU3UYECKOTO W IICUXHUYECKOTO 3JI0OPOBBS [0
COL[MAJIBHBIX B3aUMOJCUCTBUM M aKaJIeMHYECKOM YCIIEBA€MOCTH. B Toxke BpeMs HMEITCA H
MIPOTUBOTIOJIOKHBIC B3TJISBI HA KOMITBIOTEPHBIC UTPHI KaK Ha SIBJICHHE, HE BPEAHOE, HO TMOJIE3HOE,
€CITH TIOJIXOIUTH K MPOIECCY OPraHU3allii UTPBI ¢ MPaBHILHBIX mo3uitil [8]. CucremaTruecKuii
0030p BIUSIHUS KHOEPCIIOPTA HA CTPECC JIAaeT MpeACTaBIeHUE O MPOOIEMHOM cCTOpoHE KrbepcropTa
U TpeAroJiaraeT, 4ro OyIaylIue HWCCIEIOBAaHUSA JOJDKHBI OBITh HAaNpaBlieHbl Ha TIOWCK IyTeu
npopHUIAKTUKY IeiIMUHTa, Kak (JaKTOpa BOSHUKHOBEHHsI 3aBUCHMOCTH [13].

BerlmeckazaHHO€ MOCITYXUJIO OCHOBAaHUEM HCCIEIOBAaHUS OCOOEHHOCTEH KOMIBbIOTEPHO-
urpoBoii 3aBucumoctu y crygearoB BKY um. C. Amanxoiosa.

Opranusanus uccjaex0BaHus.

Lens wuccnenoBanus. BrIABUTH HEKOTOpPHIE OCOOCHHOCTH CTYJCHTOB BY3a, CBSI3aHHBIE C
KOMIBIOTEPHO-UTPOBOM 3aBUCHMOCTHIO.

MeToapI McciaeJ0BaHMUS.

1. ABropckuii onpocHHUK «KOMIIBIOTEPHO-UTPOBAs 3aBUCUMOCTB». ABTOPCKHMI ONPOCHUK,
HalpaBJIEHHbII Ha  BBIIBJICHHUE  PECHOHJCHTOB  TIOJIBEPKEHHBIX  KOMITBIOTEPHO-UTPOBOM
3aBUCHUMOCTH, IIOMHUMO 3TOTO BKJIIOYAIONIIMN IIKalbl arpecCUBHOCTH M Jenpeccuu. Ompoc
MPOBOAMJICS OHJIAMH Ha mporpamMMHOi TtaTdopme Qualtrics. AHKeTHpOBaHWE MPOBOIUIIOCH
AHOHHMMHO. DTHYECKas SKCIEepPTH3a U 0J0OPEHUS Ha MPOBEACHNUE UCCIIEIOBAHUS ObUIN MOJIyYEHBI OT
KOMMTETOB I10 ATUKE BrICIIel MIKOIbI Negaroruku AMaH»o0J10B YHUBEPCUTETA.

2. Meton craTUCTHYECKOM OOpaOOTKM MJaHHBIX 3aKIIOYANICs B HW3YYCHHH CPEIHETrO
3HAYEHMs, IPOLEHTHOIO COOTHOILEHUS PaCIPEAEIICHHs 0 IPyIIaM.

3. Jlns onpeneneHusi JOCTOBEPHOCTH OTIUYMMN 1O TpyInaM ObUT MPUMEHEH METOJI YIIIOBOTO
npeobpaszoBanue dumiepa (Kkpurepuii ¢*).

Hcnbityembie. Ompoc mpoBoawics B Iepuoa ¢ Hos0ps mo aekabps 2023 roma. B
HcclieIoBaHUU NpUHsIIo yuactue 198 yenosek, ctynentsl BKY numenu C. Amankoj0oBa, B BO3pacTte
ot 17 no 35 ner. KosmuecTBo XeHIIUH cocTaBuio — 153, myxuun — 45.

Pe3yabTarhl HCCIE10BAHNS:

AHanu3 pe3ysbTaTOB MCCIEN0BAHUS MO3BOJUI PA3e/IUTh PECIOHACHTOB Ha 3 TPYIIIbI 110
YPOBHSIM MI'POBOM 3aBHUCHUMOCTU. B rpyniy ¢ HM3KMM YPOBHEM HUI'POBOM 3aBHCUMOCTH BOLLIH
pecrnoHIeHThl, Habpasiue 4-6 OamnoB. JlaHHyIO rpyHIy XapakTepu3yeT cleAyIollee: PEeCIOHICHThI
C HHM3KMM YPOBHEM WIPOBOM 3aBUCHUMOCTH, BEpOSTHO, MPOSBISIIOT OOJIBIIYI0 THOKOCTh B
yIpaBJICHUH CBOMM BpeMEHEM U OaJaHCHpPOBKE pPA3JIMYHBIX AacleKToB cBoed xku3Hu. OHH,
BO3MOXHO, 00Jiee CKIOHHBI K Pa3HOOOpPA3HbIM BUJIaM JOCyra U aKTUBHOCTEH, BBIXOJS 3a Mpeieibl
BUPTYAJIbHOTO MUPA KOMIBIOTEPHBIX UTP.

B rpymnmy co cpeaHuM ypoBHEM HTPOBOM 3aBHCHMOCTH BOIILIH PECTIOHACHTHI, HaOpaBIine
oT 7 mo 9 GamnoB. [[ns HUX XapaKTepHbI CIEAYIOIINE YePThl: OHU UMEIOT YMEPEHHBIH MHTEpeC K
KOMIBIOTEPHBIM UTpaM, KOTOPBIM MOXET BIMATh HAa MX paclpe/ielieHue BPEMEHU U MPHUOPUTETHI B
MTOBCETHEBHOMN KU3HU. DTa T'PYyIIa MOXKET MPOSBIATH OallaHC MEXAY BUPTYaIbHBIM U peaTbHBIM
MHPOM, OJTHAKO UTPHI BCE PABHO 3aHUMAIOT CYIIECTBEHHYIO YacTh UX CBOOOJHOTO BPEMEHHU.

CryneHTsl, NONaBIIKE B TPYIITY C BBICOKMM YPOBHEM HUI'POBOM 3aBUCMMOCTH U MOJTYYUBIINE
or 10 mo 12 GamnoB, MOTYT TpPOSBIATH P XapaKTEPUCTHK, KOTOPHIE CBHUAETEIHCTBYIOT O
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CEpbE3HOM BO3ACUCTBUM KOMIIBIOTEPHBIX WUIP HA MX IOBEJEHHE M o0Opa3 >Ku3HU. To ecTb OHH,
JOCTATOYHO YacTO IIPOBOJAT BpeMs 3a KOMIIBIOTEPHBIMHM MIPAaMU. YPOBEHb 3aBUCHMOCTH
CONPOBOXKIATHCS CHIPKEHHEM aKTMBHOCTU B PEaJbHOM >KM3HM, BKJIIOYas yuyeOHbIE U COLMAIbHbIE
o0s3aHHOCTH. Takke UrpoBasi 3aBUCUMOCTh BIIMSET HA HIMOLIMOHAILHOE COCTOSIHUE PECIIOHICHTOB,
BBI3BIBAs CTPECC, PA3APAKCHUE UIIM JCIIPECCHIO B ClIydae OTCYTCTBHS AOCTYIA K UTpaM MU HEyaad
B UrpoBOM Ipouecce. Ha pucyHke 1 npencTaBieHO MPOLIEHTHOE paclpeelIeHue PECIIOHEHTOB T10
YPOBHSIM UI'POBOM 3aBUCUMOCTH.
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Puc. 1. T'uctorpamMma npoLeHTHOTO pacripeiesieHus] PECIIOHACHTOB 0 YPOBHSIM HUTPOBOM
3aBUCHUMOCTHU

BonpmnuacTBO pecnonneHToB (88%) ObUIO OTHECEHO K TIpyNIe C HHU3KUM YPOBHEM
3aBUCUMOCTH. B fmaHHyl rpynmy nonajiu CTYJEHThl, KOTOpble€ OTBETHJIM OTpPHULATEIbHO Ha
CJIEYIOIINE BOIPOCHI:

- 51 Tpauy Gosblie BpeMEHH Ha KOMIIbIOTEpHbIE/ MOOMIIBHBIE UI'PbI, YEM ILIAHUPOBAJL.

- Mmne TSXKEIO KOHTPOJIMPOBATh CBOE BpeMs, POBE/IEHHOE 3a
KOMIBIOTEPHBIMU/MOOMIBHBIMU UTPAMHU.

- KomnbroTepHble/MOOMIIBHBIE UTPBI 3aTPYAHSIOT BBINOJHATE MHOK CBOU OOSI3aHHOCTH U
00s13aTeNIbCTBA.

- KomnbrorepHble/MOOMIIbHBIE UTPBI BIXSAIOT HA MOM OTHOLLIEHHSI C OKPYKAIOIIUMHU.

2% pecrnoH/IEHTOB ObUIM OTHECEHBI B IPYIIY C BBICOKUM YPOBHEM 3aBHCHMOCTH.

Taxoke ObIT HpOBENIEH aHAIU3 T'EHIEPHOIO paclpesieieHUus] PECIOHJICHTOB IO YPOBHSIM
3aBUCUMOCTH. AHaIW3 TEHJAEPHOTO paclpeAeieHUs] PECHOHJEHTOB IO TIpYyNIaM 3aBUCHMOCTH
(pucyHOK 2) mOKa3aj, 4YTO KOJIMYECTBO PECIIOH/IEHTOB MY)KCKOTO I10J1a MPEBAIMPYET B IPYyIIax coO
cpenHuM (24%) u BoicokuM (7%) ypOBHSIMH UTPOBOI 3aBUCHUMOCTH. DTO TOBOPUT O TOM, YTO JJIsS
MyX4MH Oenee XapakTepHa HWrpoBas 3aBUCUMOCTh. JlaHHBIM  (akT mHOITBEpXkAaeTCS
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uccnenoBanusimu  M.OD. Emoruna, A.A. Hepym, xoTopsle oOTMEYaJd [pPEBAIUPOBAHUE
MPEJCTaBICHHOCTH T€HMEPOB C JUIMTEIBHBIM CTAXKEM B MYXKCKOW YacTH MOJIOJICKHOTO CETMEHTa
ayJUTOPUN KOMIBIOTEPHBIX UTrp. [IpakTHdeckn OTCYTCTBYIOT HOBHYKH, MTI'PAIOIINE MEHEE OJHOTO
rojia WM MeHee Tpex JieT [5].

[To xpuTepuio @* 3HAYMMOCTH PA3TMUMI MEXITYy MY)KUYMHAMHU H )KCHIIMHAMHU HE BBISIBIICHO
(o* - 1.415). UccnenoBanust komnanuu «Newzoo» [15] oTpaxaroT 0OIEMHPOBYIO TECHICHIIUIO K
(beMUHM3aIUN ayAUTOPUU KOMITBIOTEPHBIX WTIP, YTO HECKOJBKO OTJIMYACTCS OT TIOJyYSHHBIX
pe3yabTaTOB JAHHOTO OIPOCA — PECHIOHICHTHI JKEHIIIMHBI TOPA3I0 peKe OTMEUaAll y ce0sl Hanuue
3aBHCUMOCTH OT KOMIBIOTEPHBIX HUTp. OJTO TOBOPUT O TOM, YTO JKCHIIMHBI HMEIOT Oolee
pa3zHooOpa3HbIe TOCYTOBbIC IPAKTUKHU (HE TOJBKO TeHMUHT), YeM MYKUHHBI.
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Puc. 2. T'uctorpamMMa mpoLeHTHOTO pacipeAeNeHUs] PECIIOH/IEHTOB 110 YPOBHSIM UTPOBOM
3aBUCHUMOCTH C YUE€TOM T'eHJepa

Crnenyromuii sTan uccieloBaHMs NOJpPa3yMeBal M3y4e€HHUE OCOOCHHOCTEH JIMYHOCTHBIX
XapaKTepUCTUK (arpeCCUBHOCTD, JIETIPECCUBHOCTD) Y PECIIOHJICHTOB C Pa3HbIMH YPOBHSMHU UTPOBOM
3aBHCHUMOCTH.

AnHanu3 pe3yapTaToB OIpoca MO3BOJIMI Pa3[e/IUTh BCEX PECIIOHJEHTOB IO TPEM YPOBHSAM
arpeccuBHOCTU. B rpynmny ¢ HU3KUM ypOBHEM arpecCMBHOCTH BOIILIM PECIIOHJCHTHI, HaOpaBsiue 2
u MeHee Oanya. PecrioHJeHThl JaHHOM IpynIbl CKIOHHBI K 0oJjiee CIOKOWHOMY U HEBpax/1eOHOMY
MIOBEACHUIO B PA3JIMYHBIX CUTYALUAX.

PecnioHieHTHI, BOLIENIINE B IPYIIY CO CPEIHUM YPOBHEM arpecCUBHOCTH, HaOpasmue 3
Oanna, JEMOHCTPHPYIOT YMEpPEHHOE TMpOsBICHHE arpecCMBHOTIO IMOBEICHHMS B ONPEAETICHHBIX
CUTYaLUsIX.

PecnioHieHTSI, BOIIEAIINE B TPYIILY C BBICOKUM YPOBHEM arpecCUBHOCTH M HaOpasiiue 4-5
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6aJ'IJ'IOB, MMPOABJIAIOT ONPCACIICHHBIC YCPThI, CBA3AHHBIC C MHTCHCHBHBIM YPOBHCEM arpCCCMBHOIO
IIOBCICHHUA. CTYHCHTBI C BBICOKMM YPOBHEM arpC€CCMBHOCTHU, UTPAIOIINEC B KOMIIBIOTCPHBIC HIPBI,
MOT'YT MPOSABJIATH arp€CCMBHOC NOBCACHHUEC HE TOJIBKO B BHPTYAJbHOM MHUPE, HO U B peaJIBHOfI
KH3HHU, 0COOCHHO B CUTyallUAX IMOBBIIICHHOI'O HAIPSXKCHUS U KOH(l)J'II/IKTa.
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Puc. 3. I'uctorpamMMa mpoLEeHTHOTO pacrpeesieH!s] BCeX PECIIOHICHTOB BEIOOPKH 110 YPOBHIM
arpecCUBHOCTH

Ha pucynke 3 mnpencraBieHO MPOLIEHTHOE pacHpeesieHue PEClOHACHTOB IO YPOBHIO
UTrpoBOil arpeccuBHOCTU. BoibmmHCTBO cTyneHTOB (56%) OBLJIO OTHECEHO K IpyMNe ¢ HU3KUM
YPOBHEM arpecCUBHOCTU. B JaHHYIO Ipymily nomaau CTYAECHThI, KOTOPble OTBETHIIM OTPULIATEIILHO
Ha BOIPOCHI:

- 51 CKJIOHEH K MPOSIBIICHUIO arpeCCUU BO BPEMsI KOMIIbIOTEPHON/ MOOMIIBHON UTPBI.
- Biusier nu arpeccuBHOE MOBEIEHNE B KOMIIBIOTEPHBIX/MOOMIIBHBIX MI'PAaX Ha Ballle MOBEACHUE B
peanbHOM XU3HU?

18% pecroHAEHTOB OBLIM OTHECEHBI B IPYIITY C BBICOKUM YPOBHEM arpeCCUBHOCTH.

AHanmu3 reHJIepHOro pachpeAeseHus PeCcloHIEHTOB MO TPYyINIaM arpeCCUBHOCTU (PUCYHOK
4) mokasain, 4yTo MYyXckas BbIOOpKa OoJjbllle MpeicTaBieHa B Ipynmax co cpeaHuMm (44%) u
BBICOKHUM (29%) ypOBHSIMU arpeCCUBHOCTH.
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Puc. 4. I'mctorpamma npoEHTHOTO pacHpeIesICHUs] PECITIOHICHTOB 10 YPOBHSAM arpeCCUBHOCTH C
y4eTOM reHjiepa

B uacTHOCTH, BBICOKHI MPOLIEHT MYXYHMH B IPYyMIax CO CPEIHUM M BBICOKUM YPOBHSMH
arpecCUBHOCTH MOKET yKa3bIBaTh Ha BO3MOXKHOE BO3/IEHCTBHE KOMIIBIOTEPHBIX UIP HA MPOSBICHUE
arpeccUBHOTO MOBEACHUS Y MYXYHMH B peajbHOU xu3Hu. [lo kputepuio @* 3HaYMMOCTH pazIudHii
MEXY My)KYMHAMHU U KCHIIIMHAMH CYIIIECTBYET - ¢ kpurepuit* (p<0,05 = 2.005).

AnHanu3 pacrnpesesieHus: pecliOHIEHTOB ¢ Pa3HbIM YPOBHEM arpecCHUBHOCTH B TpeX rpymnmnax
3aBHCHMOTO MOBE/ICHUS MOKa3aj CIEAYIONINe Pe3yIbTaThl (PUCYHOK 5).
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Puc. 5. I'nctorpamma nMpoueHTHOIO paclpeiesIeHHs] PECIIOHAEHTOB 110 YPOBHSM 3aBUCUMOCTH C
YY4E€TOM YPOBHHU arpeccuu

I'mcrorpaMma JIeMOHCTPHpYET, 4YTO Ui JIIOACH C HHU3KHM YPOBHEM 3aBHCHMOCTH
XapaKTEpPHO OTCYTCTBHUE BBICOKOM arpeccuBHOCTH (0%), YTO KapAWMHAIBHO OTJIMYAET HMX OT
BBIOOPKH PECTIOHJICHTOB C BBICOKHM YPOBHEM 3aBUCUMOCTH (60%).

[To xputepuro @* 3HAYNMOCTH PA3TMUUN MEKIY BHICOKMM YPOBHEM arpecCHH M BBICOKHM
YPOBHEM 3aBHCHUMOCTH CyIIEeCTBYeT - ¢ kputepuit* (p<0,01 = 2.625). Jlanusiii (akT moaTBepKIaeT
uccinenoBanus [.®. ['ony6GeBoil u ap., 0 TOM, YTO CYIIECTBYIOT KOPPEISIMOHHBIE CBSI3U MEXIY
YPOBHEM KOMIBIOTEPHON 3aBUCHMOCTH, TIPUBOJISIIAM K HETATHBHBIM TIOCIEICTBHAM M KOCBEHHOM
arpeccue, puzndeckoil arpeccueil, No03pUTeILHOCTHIO [2].

Takum o00pa3om, TpeICTaBICHHBIE aHHBIC IOIACPKUBAIOT THIIOTE3y O CBSI3H MEXIY
KOMIIBIOTEPHOH HMTIPOBOW 3aBHCHMOCTBIO M arpecCHBHOCTBIO, YKa3blBas Ha 0o0Jiee BBIPAKEHHYIO
arpecCUBHOCTB CPEIIH JIFO/ICH C BEICOKUM YPOBHEM 3aBHCHUMOCTH OT HTD.

Ha cnemyromem stamne uccienoBanusi GOKyC HApaBiICH Ha W3YUEHHE B3aHMMOCBSI3U MEXITY
KOMITBIOTEPHOM UTPOBOI 3aBUCMMOCTBIO M YPOBHEM JICIPECCUBHOCTH Y PECIIOHIEHTOB. Ha prcyHke
6 TpeACTaBIIEHO pAaCIpeNeieHHe PECHOHJIEHTOB IO TpyHHaM C HU3KUM, CPEJHHUM M BBICOKUM
YPOBHSMH JETIPECCUBHOCTH.

bonpmmucTBO cTyaeHtoB (80%) OBLIO OTHECEHO K TpyHne C HU3KHUM YPOBHEM
JeTNpecCUBHOCTH. ['pymnma pecrnoHIEHTOB ¢ HU3KUM YPOBHEM JENPECCHUBHOCTH, OLICHEHHBIM Ha
ypoBHe 3-4 Oamna, mpeactaBiser coOoil moArpymnmy ¢ OoJiee OJaronpUsATHBIM SMOIMOHAIBHBIM
COCTOSIHUEM.

B nannyto rpynmny nomnaiu CTYJEHTHI, KOTOPbIE OTBETUIIM OTPULIATEIHLHO Ha BOIIPOCHI:

- Tlocne [nIUTENbHBIX KOMIIBIOTEPHBIX/MOOMIIBHBIX HIPOBBIX CECCHH S UYYBCTBYIO ce0s
M10/1aBJICHHBIM.

- KommnbroTepHbie/MOOMIIbHBIE UTPBI MOTYT YXY/IIAaTh MOE HACTPOECHHE.

- 51 3ameuaro, 4TO Mociie KOMIBIOTEPHOI/ MOOMIIBHOM UTPBl Y MEHS OBIBAIOT MEPHOIbI TPYCTH.

PaccMoTpuM XapakTepuUCTUKU, KOTOPbIE MOTYT OBITh XapaKTePHBIMH JUIsl 3TOW TPYIIbL:
obnanator 60see yCTOMUNBON 3MOIMOHATBHON COCTOATEIBLHOCTBIO, UYTO MOXKET CKa3bIBaThCs HA MX
o0lieM SMOLMOHAIBHOM OJIaronoyddd, TO3UTUBHOE BOCHPUATHE >KHU3HM, CIIOCOOHOCTh K
COLIMANIbHOM aKTUBHOCTH.

1% pecnoHIeHTOB ObLII OTHECEH B IPYIIY C BBICOKUM YPOBHEM AETIPECCHBHOCTH.
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Puc. 6. 'uctorpaMma mpoLEeHTHOTO pacripeiesieHusl BCeX PECIOHIEHTOB BHIOOPKU MO YPOBHSAM
JEPECCUBHOCTH.

AHanu3 TeHJIepHOT0 paclpeesieHus: PECIIOHCHTOB 0 TPYIaM JeIpPeCCUBHOCTH (PUCYHOK
7).
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Puc. 7. FI/ICTOFpaMMa MPOLUCHTHOTO pacIipCaACICHUA PECIIOHACHTOB 110 YPOBHAM ACTIPECCUBHOCTU C
Y4€TOM IreHacpa.
Ananuz IoKasaj, 4TO MY’KCKas BBI60pKa OoJIbIIIe OpeaAcCTaBJICHA B I'pylIiiax CcO CpCAHHUM
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(47%) n BbicokUM (6%) ypoBHEM JeNpecCUBHOCTH. JlaHHOE pacmpeneieHue MYKUUH U JKCHIIUH
ABJIICTCA JOCTATOYHO MHTCPCCHBIM, TaK KakK OCHOBHOM MacCHUB Hay4YHBIX I/ICCJIGIIOBaHI/Iﬁ B 0o0iactu
JETIPECCUU TOBOPUT O TOM, YTO JACIPECCHBHOE COCTOSIHME Oo0Jiee XapaKTEepHO IS KEHCKOU
MMOMYJIAIHUH. HpI/I 9TOM UMCIOTCA JAHHBIC O TOM, YTO MYXXYHHBI PCIKEC 06paHIaIOTCﬂ 3a IIOMOIIIBIO, 1
WX JICTIPECCUBHBIC PACCTPOMCTBA XapaKTEPU3YIOTCS BBIPAKEHHOCTHIO ayTO- U T€TEPOarpecCUBHOTO
MOBEJICHUSI, UMITYJIbCUBHOCTBIO M CKJIOHHOCTBIO K YHNOTPEOJCHUIO TICHXOAKTUBHBIX BelecTB [3],

[9].
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Puc. 8. FI/ICTOl"paMMa IMPOLCHTHOT'O paCpEaAcICHUA PECIIOHACHTOB 110 YPOBHAM 3aBUCUMOCTH C
Y4Y€TOM YPOBHA ACTIPCCCHUBHOCTH.

AHanu3 prCyHKa 8 IMOKa3bIBaeT, YTO IS PECHIOH/CHTOB C BBICOKUM YPOBHEM 3aBUCHMOCTH
HanboJiee XapaKTepeH BBICOKUI yPOBEHbD JIEIPECCUBHOCTH.

[To kpuTepHio @* 3HAYMMOCTH PA3IHYUI MEXKIY PECHOHICHTOB C BBICOKMMH YPOBHSIMHU
JICTIPECCUBHOCTH M 3aBUCHMOCTH U HHU3KHMH YPOBHSMH JICIPECCHBHOCTH U 3aBUCHMOCTH
JI0OCTAaTOYHO cyliecTBeHHas - @ kpurepuit* (p<0,01 = 5.14).

PecrioHAEHTBI ¢ BBICOKMM YPOBHEM 3aBUCHMOCTH MOTYT HCIHOJIB30BAaTh KOMIIBIOTEPHBIC
UIPbl KaK CPEICTBO CAMOPETY/SIIMM W KOMIIGHCAIlMH, Ul COBIQJAHUS CO CTPECCOM WU
HETaTUBHBIMU dMOIHsAMH. OJJHAKO ITO MOXKET CTaTh KPyroBOM MPOOIEeMOi, TOCKOIBKY UTPhl MOTYT
B KOHEYHOM HUTOre YCYTyOIsTh IernpeccuBHbie cuMnToMbl. M 85% pecmoHIEHTOB € HHU3KUM
YPOBHEM JICTIPECCHBHOCTH MOMAIH B TPYIY C HU3KOW 3aBHCHMOCTBIO OT KOMITBIOTEPHBIX Urp. B
uccienoanun J[. Kayp, C. Kymap, C. Bapayx Takke CTaTUCTHYECKHN aHAIHM3 JIaHHBIX BBISBUI
CPaBHUTEIBHO 3HAYUTEIBbHBI YPOBEHb arpecCHu, NCMPECCHH M CYHIUAATBHBIX MBICICH Cpenu
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CTYICHTOB, KOTOpbIE OBUIM BOBJICYCHBI B YpE3MEpHBbIC OHJAWH-UTPBI, MO CPABHEHUIO CO
CTYIEHTaMM, KOTOpble HE ObUIM BOBJEYEHbl B OHJIAWH-UIPBI, YTO IO3BOJISIET IPEATIONI0XKHUTD
HEOO0X0IMMOCTh KOHTPOJIS YPEe3MEPHON BOBJICYCHHOCTH CTYJCHTOB B OHJIAWH-UTPOBYIO KYJIBTYPY
[12]. C.M. Koiin, JI.A. Crokaeiin, B.Yopoepron, H.A. xenrune, K Sur u B.M. Meppuin
BBISIBUIM 0o0Jiee BBICOKMH YpPOBEHb JENPECCHM, arpeccuu, 3acTeHYHMBOCTH, MPOOIEMHOIO
WCI0JIb30BAHUSI MOOUJIBHBIX TEJIE(POHOB U TPEBOKHOCTH, YEM B TPYIIAX C HU3KOM 3aBUCHUMOCTBIO
ot Bunmeourp [14l]. Mbl MoOXeM BBIIBHUHYTH MPEANOJIOKECHUE, YTO SMOIMOHAIBHOE COCTOSHHE
4esloBeKa (JIeNpecCHBHOCTh) MNPUBOAUT K reiimunry. Ho pganHoe mnpeanonoxenue Tpedyer
JNAIBHEHUIIETO U3Y4EHHUS.

3akioueHue:

KomnprotepHast urpoBasi 3aBUCHMOCTh CPEIM CTYICHTOB TPEJICTABISIET COO0M CEPhE3HYIO
npobsieMy, KOTOpasi 3aciayKMBAaeT BHUMAHHsS W JIOTIOJIHUTEIBHBIX HCCIICOBAaHUN. Pe3ymbTaTe
aHaJIM3a IMOKAa3bIBAaIOT, YTO MYXKXYHHBI, BEPOATHO, Ooitee MO ABECPIKCHBL HFpOBOﬁ 3aBUCHUMOCTH, a
CBA3aHHBIC C HCHO IMPOABJICHHUA arpC€CCUBHOCTH MOTYT HEPEXOIWUTH U B PCAJIBbHYIO JKU3Hb. 3T10T
acmeKkT TpedyeT MalbHEHITUX MCCIECIOBAHUNA U pa3padOTKU Mep MO MPEJOTBPAMICHUIO U JICYEHUIO
WUTPOBOM 3aBUCUMOCTH.

Baxxno oco3HaBarh MacmTabbl 3TOW mpoOjeMbl U MpEANpUHUMATH MEpbl Ui €€
MPEeIOTBPAILEHUS] U JIEYEHHs. DTO BKIIIOYAeT B ceOs MOBBIIICHHE OCBEIOMIIEHHOCTH, Pa3pabOTKy
MporpaMM MNPOQHUIAKTUKH U TMOJJEPKKY CTYJEHTOB B DPAa3BUTHH 3J0POBBIX IPUBBIUEK
WCIOJIb30BAHUS KOMIBIOTEPHBIX TEXHOJOTMH. TONBKO Tak MOXKHO 0O0eCrneYuTb TapMOHHYHOE
pa3BUTHE U YCHEIIHOE OyayIee Ui MOJIObIX JIFOEH B 310Xy HU(PPOBBIX TEXHOJIOTUH.

[Tomumo 3TOrO, HEOOXOOMMO YIENUTH BHUMaHHE (OPMUPOBAHUIO 3I0POBBIX CIIOCOOOB
OTIbIXa M pa3BICUYCHHUS] Cpeld CTYICHTOB, 4YTOObI MPEJOTBPATUTh IEPEXOJ]  YBIICUCHHS
KOMIIBPIOTEPHBIMU UTPaMU B IATOJIOTMYECKYIO 3aBUCUMOCTb. (OOpa3oBareibHbIC YUPEKICHUS,
poauTend M OOLIECTBO B LIEJIOM MOTYT ChIIPaTh KIIOUEBYIO pOJIb B CO3/IaHUU OajlaHCca MEXIy
UTPOBOI1 IEATEIBHOCTHIO U IPYTUMH aCTIEKTaMHU KU3HU CTYACHTOB.

Jumepamypa

1. Axonosa M.A. ViccnegoBaHu€ BIMSHHUS UTPOBOM KOMIBIOTEPHOM 3aBUCUMOCTH Ha
JMYHOCTHBIE ocoOeHHOCTH cTyaeHToB // Russian Journal of Education and Psychology.
2019. Vol.10. Ne 2. DOI:10.12731/2658-4034-2019-2-74-85

2. B3auMOCBs3b UTPOBOM KOMIIBIOTEPHON 3aBUCUMOCTH U arpeCCMBHOCTU MOAPOCTKOB / ..
lony6eBa [u np.] // Yuensie 3anucku yHuBepcutera uM. [1.O. Jlecradgra. 2023. Ne6 (220).
DOI:10.34835/issn.2308-1961.2023.06. p505-510

3. lTaeaii B.B., Bbvikosa FO.H. KomnbloTepHas 3aBHCHUMOCTb IMOAPOCTKOB KaK COIHMAJIbHO-
ncuxoyiornyeckass mnpodiema coBpemeHHOCcTH. CypryT: Cypryrckuil rocynapCTBEHHBIIH
negarornyeckuit ynusepcurer, 2014. 160 c.

4. I'puwuna A.B. Tlcuxonormdeckue ¢axTopsl (HOpMUPOBaHHMS HIPOBON KOMIBIOTEPHOM
3aBHCUMOCTH B MIIAJIIIEM MOJPOCTKOBOM Bo3pacTe [DneKTpoHHbIM pecypc]| // UzBectus
Poccuiickoro rocyrapcTBeHHOrO negarornueckoro yuusepcutera uM. A.M. I'epuena. 2008.

45



Cmenvmax C.A., Kepumosa A A. Stelmakh S.A. Kerimova Y.A.

KoMnbploTepHO-UrpOBast 3aBUCUMOCTD Y CTYIICHTOB Computer-gaming addiction among students
DKcTpeMarbHas IICUXOIOTHsI U 0€30MacHOCTh JTMYHOCTH. Extreme psychology and personal safety.
2024. Tom 1. Ne 2. C. 34-49. 2024.Vol. 1, no. 2, pp. 34-49.

10.

11.

12.

13.

14.

15.

Ne 88. C. 77-81. URL: https://cyberleninka.ru/article/n/psihologicheskie-faktory-
formirovaniya-igrovoy-kompyuternoy-zavisimosti-v-mladshem-podrostkovom-
vozraste/viewer (nara o6pamenus: 30.06.2024).

Enomuna M.O., Hepyw A.A. T'ennepHble acleKkThl UTPOBBIX MPAKTHK y MOJIOJEHKHOIO
CEerMEHTa PpOCCUHMCKOM aynuTOpuu KoMmmbloTepHbIX urp // W3Bectus CapaToBCKOTo
yuausepcutera. 2023. T. 23. Ne. 1. C. 4-13. DOI:10.18500/1818-9601-2023-23-1-4-13
Kouemxos H.B. IHTEpHET-3aBUCHMOCTb M 3aBUCUMOCTh OT KOMIIBIOTEPHBIX MIP B TpyAax
OTEYECTBEHHBIX Tcuxo0joroB // ConnanbHas ncuxosorus u oomectBo. 2020. Tom 11. Ne 1.
C. 27-54. DOI:10.17759/sps.2020110103

[Icuxodusnonornyeckre OCOOCHHOCTH MOJOJBIX JIIOAEH C MpU3HAKAMH HWHTEpHET-
3aBucumoctu / C.H. Toncrory3oB [u mp.] // DxcnepumentanpHas ncuxosiorus. 2024. Tom
17. Ne 1. C. 61-75. DOI:10.17759/exppsy.2024170104

Cobones H.A., Heymnoe C.A. 3aBUCUMOCTH OT KOMIIBIOTEPHBIX WP Y MOJPOCTKOB,
poOIeMbl TUArHOCTHKU U KOMOPOUIHOCTH // BONpOoChl MCUXUUYECKOTO 370pOBbs JAeTed U
noapoctkoB. 2021. Tom 21. Ne2. C. 105-112.

Ayuna A.T. Jlenpeccun y MyX4uH (OCOOEHHOCTHM KJIMHHMKH, (DAKTOphl MaTOreHesa,
3aKOHOMEPHOCTH (hopMHUpOBaHUs) [DnekTpoHHBIA pecypc]| // KnnHuueckas mcuxuarpust u
ricuxodapmMakoTeparnusi. 2014. T. 18, No 2(67). URL:
https://cyberleninka.ru/article/n/depressii-u-muzhchin-osobennosti-kliniki-faktory-
patogeneza-zakonomernosti-formirovaniya/viewer (zata oopamenus: 26.05.2024).
Diagnostic and Statistical Manual of Mental Disorders. Fifth Edition. Text Revision. DSM-
5-TR™ [DnexTponnbIit pecypc]. URL:
https://www.mredscircleoftrust.com/storage/app/media/DSM%205%20TR.pdf (mara
oopamenus: 30.06.2024).

Diagnostic Contribution of the DSM-5 Criteria for Internet Gaming Disorder. / T Luo [ et
al.] // Front Psychiatry. 2022. Vol. 12 - 2021. DOI:10.3389/fpsyt.2021.777397

Kaur Dr., Kumar S., Baruah S. Effect of excessive online gaming on the aggression,
depression, and suicidal ideation of senior secondary schoolstudents of assam. //
International Journal of Early Childhood Special Education. 2023. Ne 13 (02):2021.
DOI:10.48047/INT-JECSE/V1312.211257

Palanichamy T., Kumar Sh.M., Sahu M. Influence of Esports on stress: A systematic review
/I Industrial Psychiatry Journal. 2020. Ne 29(2). PP. 191-199, DOI: 10.4103/ipj.ipj_195_20
Pathological video game symptoms from adolescence to emerging adulthood: A 6-year
longitudinal study of trajectories, predictors, and outcomes / S.M Coyne [ et al] //
Developmental Psychology. 2020. Ne 56(7). PP. 1385-1396. DOI:10.1037/dev0000939.
Women Account for 46% of All Game Enthusiasts: Watching Game Video Content and
Esports Has Changed How Women and Men Alike Engage with Games // Newzoo. URL.:
https://newzoo.com/resources/blog/women-account-for-46-of-all-game-enthusiasts-
watching-game-video-content-and-esports-has-changed-how-women-and-men-alike-
engage-with-games (mata obparenus: 26.05.2024).

46


https://cyberleninka.ru/article/n/psihologicheskie-faktory-formirovaniya-igrovoy-kompyuternoy-zavisimosti-v-mladshem-podrostkovom-vozraste/viewer
https://cyberleninka.ru/article/n/psihologicheskie-faktory-formirovaniya-igrovoy-kompyuternoy-zavisimosti-v-mladshem-podrostkovom-vozraste/viewer
https://cyberleninka.ru/article/n/psihologicheskie-faktory-formirovaniya-igrovoy-kompyuternoy-zavisimosti-v-mladshem-podrostkovom-vozraste/viewer
https://cyberleninka.ru/article/n/depressii-u-muzhchin-osobennosti-kliniki-faktory-patogeneza-zakonomernosti-formirovaniya/viewer
https://cyberleninka.ru/article/n/depressii-u-muzhchin-osobennosti-kliniki-faktory-patogeneza-zakonomernosti-formirovaniya/viewer
https://www.mredscircleoftrust.com/storage/app/media/DSM%205%20TR.pdf
https://doi.org/10.4103/ipj.ipj_195_20
https://psycnet.apa.org/doi/10.1037/dev0000939

Cmenvmax C.A., Kepumosa A A. Stelmakh S.A. Kerimova Y.A.

KoMnbploTepHO-UrpOBast 3aBUCUMOCTD Y CTYIICHTOB Computer-gaming addiction among students
OKcTpeMaibHasl ICUXOJIOTHs U 0€30MaCHOCTD JINYHOCTH. Extreme psychology and personal safety.
2024. Tom 1. Ne 2. C. 34-49. 2024. Vol. 1, no. 2, pp. 34-49.
References

1. Akopova M.A. Issledovaniye vliyaniya igrovoy komp'yuternoy zavisimosti na lichnostnyye
osobennosti studentov [Study of the influence of computer gaming addiction on the personal
characteristics of students] Russian Journal of Education and Psychology, 2019, Vol.10, no. 2.
DOI:10.12731/2658-4034-2019-2-74-85 (In Russ.).

2. Golubeva G.F. [et al.] Vzaimosvyaz' igrovoy komp'yuternoy zavisimosti i agressivnosti
podrostkov / G.F.Golubeva [The relationship between computer gaming addiction and
aggressiveness of adolescents]. Uchenyye zapiski universiteta im. P.F. Lesgafta = Notes of the
University. P.F. Lesgafta, 2023, no. 6 (220) (In Russ.).

3. Gagay V.V. Bykova YU.N. Komp'yuternaya zavisimost' podrostkov kak sotsial'no-
psikhologicheskaya problema sovremennosti [Computer addiction among adolescents as a socio-
psychological problem of our time]. Surgut: Surgutskiy gosudarstvennyy pedagogicheskiy
universitet, 2014, 160 p. (In Russ.).

4. Grishina A.V. Psikhologicheskiye faktory formirovaniya igrovoy komp'yuternoy zavisimosti v
mladshem podrostkovom vozraste [Psychological factors in the formation of computer gaming
addiction in early adolescence]. lzvestiya Rossiyskogo gosudarstvennogo pedagogicheskogo
universiteta im. A.l. Gertsena = News of the Russian State Pedagogical University named after. A.l.
Herzen, 2008, no. 88, pp. 77-81. URL.: https://cyberleninka.ru/article/n/psihologicheskie-faktory-
formirovaniya-igrovoy-kompyuternoy-zavisimosti-v-mladshem-podrostkovom-vozraste/viewer
(Accessed: 30.06.2024). (In Russ.).

5. Yelyutina M.E., Nerush A A. Gendernyye aspekty igrovykh praktik u molodezhnogo segmenta
rossiyskoy auditorii komp'yuternykh igr [Gender aspects of gaming practices among the youth
segment of the Russian audience of computer games]. lzvestiya Saratovskogo universiteta = News
of Saratov University, 2023. VVol.. 23, no. 1, pp. 4-13. DOI:0.18500/1818-9601-2023-23-1-4-13 (In
Russ.).

6. Kochetkov N.V. Internet-zavisimost' i zavisimost' ot komp'yuternykh igr v trudakh
otechestvennykh psikhologov [Internet addiction and addiction to computer games in the works of
domestic psychologists]. Sotsial'naya psikhologiya i obshchestvo = Social psychology and society,
2020, Vol. 11, no. 1, pp. 27-54. DOI:10.17759/sps.2020110103 (In Russ.).

7. | Tolstoguzov S.N. [et al.] Psikhofiziologicheskiye osobennosti molodykh lyudey s priznakami
internet-zavisimosti [Psychophysiological characteristics of young people with signs of Internet
addiction]. Eksperimental’'naya psikhologiya = Experimental psychology, 2024, Vol. 17, no. 1, pp.
61-75. DOI:10.17759/exppsy.2024170104. (In Russ.).

8. Sobolev N.A., lgumnov S.A. Zavisimost' ot komp'yuternykh igr u podrostkov, problemy
diagnostiki i komorbidnosti [Addiction to computer games in adolescents, problems of diagnosis
and comorbidity]. Voprosy psikhicheskogo zdorov'ya detey i podrostkov = Issues of mental health
of children and adolescents, 2021, Vol. 21, no. 2, pp. 105-112. (In Russ.).

9. Yatsina A.T. Depressii u muzhchin (osobennosti Kkliniki, faktory patogeneza, zakonomernosti
formirovaniya) [Depression in men (clinical features, pathogenesis factors, patterns of formation)]
Klinicheskaya  psikhiatriya i  psikhofarmakoterapiya =  Clinical  psychiatry  and
psychopharmacotherapy, 2014. Vol. 18, no. 2(67). URL.: https://cyberleninka.ru/article/n/depressii-

47



Cmenvmax C.A., Kepumosa A A. Stelmakh S.A. Kerimova Y.A.

KoMnbploTepHO-UrpOBast 3aBUCUMOCTD Y CTYIICHTOB Computer-gaming addiction among students
DKcTpeMarbHas IICUXOIOTHsI U 0€30MacHOCTh JTMYHOCTH. Extreme psychology and personal safety.
2024. Tom 1. Ne 2. C. 34-49. 2024.Vol. 1, no. 2, pp. 34-49.

u-muzhchin-osobennosti-kliniki-faktory-patogeneza-zakonomernosti-formirovaniya/viewer  (data
obrashcheniya: 26.05.2024) (In Russ.).
10. Diagnostic and Statistical Manual of Mental Disorders. Fifth Edition. Text Revision. DSM-5-

TR™, [Electronic resource]. URL:
https://www.mredscircleoftrust.com/storage/app/media/DSM%205%20TR.pdf (Accessed:
06/30/2024).

11. Luo T [et al.]. Diagnostic Contribution of the DSM-5 Criteria for Internet Gaming Disorder.
Frontiers, 2022, Vol. 12, 2021. DOI: 10.3389/fpsyt.2021.777397

12. Kaur Dr., Kumar S., Baruah S. Effect of excessive online gaming on the aggression, depression,
and suicidal ideation of senior secondary schools students of Assam. International Journal of Early
Childhood Special Education, 2023, no. 13 (02), 2021. DOI: 10.48047/INT-JECSE/V1312.211257
13. Palanichamy T., Kumar Sh.M., Sahu M. Influence of Esports on stress: A systematic review.
Industrial Psychiatry Journal, 2020, no. 29(2), pp. 191-199, DOI: 10.4103/ipj.ipj_195_20

14. Coyne S. M [et al.]. Pathological video game symptoms from adolescence to emerging
adulthood: A 6-year longitudinal study of trajectories, predictors, and outcomes. Developmental
Psychology, 2020, no. 56(7), pp. 1385-1396. DOI: 10.1037/dev0000939.

15. Women Account for 46% of All Game Enthusiasts: Watching Game Video Content and Esports
Has Changed How Women and Men Alike Engage with Games. Newzoo. [Electronic resource].
URL.: https://newzoo.com/resources/blog/women-account-for-46-of-all-game-enthusiasts-watching-
game-video-content-and-esports-has-changed-how-women- and-men-alike-engage-with-games
(Accessed: 05.26.2024).

Hugpopmayun 06 aemopax

Cmenvmax Ceemnana Anexcanopoena, KaHAMIAT TMCUXOJOTMYECKUX HaykK, mpodeccop kadempbl
MICUXOJIOTUM M KOPPEKIMOHHON menaroruku, BocTtouHo-KazaxcTaHCKuil yHHUBEpCUTET HMEHH
Capcena AmanxosnoBa (AMaHXOJIOB YHUBepcuTeT), I. YcTh-KameHoropck, Kaszaxcran, ORCID:
https://orcid.org/0000-0002-3383-4189, e-mail: stelmah_svetlana@mail.ru

Kepumosa Hcmen, ctynentka 4 kypca o0pazoBarenbHOM porpammbl KiimHudeckast mcuxomorus,
Bocrouno-Ka3zaxcranckuii yuuepcuteT umeHu Capcena Amamxosnosa (BKY um. C.Amanxomnosa),
r. Ycre-Kamenoropcek, Kazaxcran, e-mail: svbvvbb@mail.ru

Information about the authors

Svetlana A. Stelmakh, Candidate of Psychological Sciences, Professor of the Department of
Psychology and Correctional Pedagogy, Sarsen Amanzholov East Kazakhstan University
(Amanzholov University), Ust-Kamenogorsk, Kazakhstan, ORCID: https://orcid.org/0000-0002-
3383-4189 , e-mail: stelmah_svetlana@mail.ru

Yasmen A. Kerimova, 4th year student of the Clinical Psychology educational program, Sarsen
Amanzholov East Kazakhstan University (VKU named after S.Amanzholov), Ust-Kamenogorsk,
Kazakhstan, e-mail: svbvvbb@mail.ru

48


https://orcid.org/0000-0002-3383-4189
mailto:stelmah_svetlana@mail.ru
mailto:svbvvbb@mail.ru

Cmenvmax C.A., Kepumosa A.A.
KomnproTepHO-UTpOBast 3aBUCUMOCTD Y CTYICHTOB

BKCTPEMQ_J'IBHaH IICUXOJIOTHSI M 0€30IMaCHOCTH JIMYHOCTH.

2024. Tom 1. Ne 2. C. 34-49.

[Tomyuena 28.05.2024
[Tpunsra B meyars 04.09.2024

49

Stelmakh S.A. Kerimova Y.A.
Computer-gaming addiction among students
Extreme psychology and personal safety.
2024. Vol. 1, no. 2, pp. 34-49.

Received 28.05.2024
Accepted 04.09.2024



	Литература
	References
	Информация об авторах
	Information about the authors

